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3 次元ビデオゲームが発売されるなど， 3 次元映像は社会に定着の兆しを見せ








































































































小孫（2016)[14]は，携帯型ゲーム機（任天堂 NEW 3DS ）で立体的に表示さ









（2008)[18]は，10名を対象に Excel 2003 と Excel 2007 を利用した際の脳波につ
いて検討した．その結果，α波は Excel 2007を利用した際に減少し，β波と


























































































第 2 回 ビデオゲームの定義、ビデオゲーム史について検討する。
第 3・4 回 Scratch プログラミングを用いてゲームを作成する。
第 5 回 ビデオゲームの研究方法について理解する。
第 6 回 生体信号を用いたプレイの評価について検討する。
第 7 回 プレイヤーのプレイ状況に関する文献に基づいて検討する。
第 8 回 ビデオゲームが心身に与える影響について検討する。
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Stress assessment when playing
three-dimensional video games and development of
teaching materials for game literacy education
Yasuhira KOMAGO
Abstract：It is known that feelings of realism increase more significantly when
playing three-dimensional than when playing two-dimensional games. Conse-
quently, people tend to play 3-D games for extended periods, which has mental
and physical consequences. Therefore, it is important to objectively measure
stress responses when playing three-dimensional games and assess the stress
condition of players. As a result, conducting measurements without increasing
players’ load by using simple measurement devices would be useful for
developing teaching materials for education on stress caused by video games.
This study examined stress assessment when playing three-dimensional video
games by using a simple electroencephalograph. Moreover, development of
teaching materials for game literacy education introducing effects of video
game stress was investigated. Results suggested that mean relative value of
brain waves (beta/alpha) could be considered an index of stress. Regarding
game literacy education, it would be necessary to consider the mental and
physical effects of video games such as on eyesight, and children’s sociability
including play. Furthermore, the need for developing rules on time allocated for
playing video is was suggested
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